Game 


*GUM* 


by JeansenVaars 


Unfold epic stories 
using your favorite 
tabletop RPG with 
no a a master 


fale gerel Uke: dio | 7 Raprmerwreneurt eters tater Otte ear Wrr cRnEey Mraner Rr a Wet Orr iClrnr eT ROE a Ta oe Ear eeT rate ea nT mnen Rederiet 3 
CIES ONC S OI NY reece prea terete toreaneee icp Coenen cree tones eereeneneas 4 
MEtHOES OF DIA VING cass :cicuevntanaceiaaimiatininu outa aanni ENT eaOIGieae 5 
Hil gyegiceye) oo ig G1 | \\, bere eeeey erate ere tier eet neo re a eBeNte Been emETts sme rele ney een ere mT WT Nae) Soe tere meT en UaeS Tt entre 6 
PUY SCS S WM SII iasssscas sttcelestaace ad tuseest ket exatialeou ence audienloea a eeaaisnced cedianentantaeed aeiieladbebeaeeToiuataualt 7 
IN Secs ae cece eect dre dene eset tcten leren tse aac cgrte eck toca tennessee tater teen eacaenees 8 
EF lagi ams cit la gc] (a | = maneeteertemaneene meet ermvemeerycarnrer Sree Meme rata eat ne irnee tre et ereaemytrner me tererrentern 7a 9 
NWlee CONE UT ONG TS CAS ccs sccssucannssadecasessuexaenucaededussucsilvnnlcrehussivenutoavenncadeeoiaiseapeincaristuasnuancientennte 15 
dos) eg @ 1c: cl | aera ner nnn coer Tn CREE TEES TEC Tver me rE Con nm eTTPIn ver Uneven ENE earn HTI I cor ae TTE IE 16 
TO ME IP VM CS Ce ta treated aee taeda cast atcha et ta canta eeaohe albgstlan erat seved anderen 18 
TPO NIN, TA ON sree erect crave casccenaessteeees cevrnt a stracenen cecsacectlb ets paueneeceeigela véentonnceinencetionctucliceeits 19 
Hay 1G be r=) | 12] gs [camer rer tee te ernment tte never er PT spree ee Pere ener ee nenne eter mer 20 
Ai ofo) la! se Bie] ago: | ewer en mene me rea nee We CUmIcre tray Weer ane, eUrr On rce nT me erair ney cen meer erent Aten Wen Orn erro 21 
Go) iol (6) 3) [a (olyiia | Ker- (ok eenener eer ceOrmteT EN oer vce mn Dn Centre Miron) Mayer Sten on Pemnnoy em ToreTT tee Teen eT 22 
RREMAOM). CARIES SLO CAT ONS ssucscsussiessaanscesadeasicisunrbaransisscnssanntccnbroieisarninateannisnisa sacs nearpatarend nicionaneisiuacen 23 
PATCH LADIES NPCS csi scsceteasseesativeis ciitesiceaiq on ceeiai aici witesiastapeitiduiauidvnidvanieda ceaiutainaalaeuadlumesslavatents 24 
PEM Taree ca cdc et tara ite eva eter ceac gang ede neat tecoeeaeledineenn nea teeratemea din denne ag eden 31 


SB 210 || 6 eae eee ee ee coe Rn a CORT? SAS ON EPPO ted ETE Poy ae EPTTOT er PEM ei: J UR Fe OTT et 31 


Page Left blank on purpose 


Introduction 


GUM is a generic and modular GM Emulator that 
enables you to play any RPG without a GM. 

It provides a unique toolkit to run an RPG from 
scratch, come up with ideas, obstacles, and 
trouble for your characters, thus allowing you to 
play your favorite RPGs at your own pace. 


refers to game characters, not player. 
controlled by you, rather the world. 
In this case, GUM, and a bit of you 


content and situations for the PCs. 
Random List of possible values chosen at 
random. Roll dice and read results. 
Random tables (or images, tarot, etc.) 


i 
Oracles meant to spark your creativity 


What is a “GM Emulator”? 


To play an RPG without a game master, you need 
to be both the GM and the player, with the catch 
that the emulator is going to lift off some of your 
GM-side effort, by challenging your own ideas, 
helping you improvise, and not knowing it all. 


With GUM as GM emulator, you delegate critical 
GM decisions to it (me), in the form of questions, 
so you don't know the answers ahead of time, | 

may also be ruining or distorting your PCs plans, 
answering questions as the NPCs, and giving you 
ideas for what your PCs find next. However, you 

decide when and how you call me, and what for. 


Bring an interpretative mindset 

There are various random tables with single words 
or short sentences: a mindset toward reading 
those words flexibly helps a lot. 
This is why solo systems call 
them “oracles”: they are not 
meant to be read literally. 


If you read “military”, it can be 
anything from a spartan soldier, 


a modern bunker, or memories of 
a shooter game. Adjust it to your current context. 


How is it different from other tools? 

GUM is a collection of rules-light random tables 

that you can use during various situations. 

1. A guided approach to setup a game from 
scratch, leading you into your first scene. 

2. Multi-perspective oracles that trigger your 
imagination, to answer all of your questions. 

3. Rules for checking whether your PCs plans are 
carried on as expected, partially, or disrupted, 
depending on the level of tension you assess. 

4. Bundle of independent solo tools, that you 
can use, combine, and hack however you like. 

5. Extra pack of random tables to fill those gaps 
when you need, such as locations and NPCs. 

6. Print-friendly one-pager to play very easily. 


What do you need? 


Some experience with RPGs. Dice. Time. Coffee. 


Driving the game 

Meta-tool: Either to drive your game, or to define 
the content of certain scenes, use the plot 
unfolding tool to prompt ideas. 


You can interpret the scene rules freely, or from 
there, trigger the available tools of GUM to enrich 
them, on a need-basis. From there, it is only a 
matter of practice. Have fun! 


The tools of GUM 


Game setup guide: A step-by-step process 


defines out what the game will be about, with 
locations, problems, hooks, goals, and starting 
leads. It may be also used to generate quests too. 


Too! |. Oracles: Bring creative answers to your 


questions, conversation topics, or random events. 


Too! I. Plan check: PCs take action, execute a 


plan: Do things go well? Are there interruptions? 
unexpected circumstances? Change of plans? 


Tool! III. Intervention: For those tense moments, 


does anything happen? Does the GM interrupt? 


Tool IV. Challenge: Call your PCs to action by 


placing them in situations where they need to act. 


Too! V. Combat: Design interesting battles with 


terrain features and clever enemy behavior. 


GM-Less philosophy 


How do you play Solo RPG? 


If you played solo before, you may already know 
the drill, so feel free to skip this section forward. 


But, if you haven't, how does it all work? For me, 
playing Solo RPG, without a GM, resembles to 
when | was just a kid: My parents would buy me 
some action figure toys, and | would spend entire 
evenings playing with them. I’d make up stories, 
or create situations, | would imagine a location, 
with houses, cars, trees, and other representative 
environment assets, to set up various scenes. 


| would highlight one character, voice act them, 
saying what they say (out loud, on my head, or 
mumbling), and then | would pick another figure, 
and voice act their response, to talk to each other. 
They would eventually take action, or fight some 
enemies, or face hazardous challenges, and the 
story would move forward. Finally, | took either a 
break to come back later, or wrapped up the story 
with an ending. This is already solo story-telling. 


Now, we learned RPGs like Pathfinder, D&D, or 
Shadowrun, as collection of rules that simulate 
situations or help structure a narrative, and we 
might not have a group for it, or might want to 
play on our own pace, to explore our imagination. 


What if we combined the kids with toys version, 
with RPG rules? Well, that is playing RPGs solo! 

You play one or more action figures, have them 
act, roll dice, take risks, and deal with outcomes. 


And yes, you do both the GM part, and PCs part. 


How do you use the RPG? 


The characters you play with, are character sheets, 
instead of action figures and toys. They have stats, 
items, background stories, and interact with the 
world through the rules of the rulebook you use. 


Whenever your characters take action, rather than 
arbitrarily narrating the outcome, roll dice, use the 
RPG mechanics, and see how things go. Then, live 
on with consequences, wherever they lead to. 


A brief introduction as GM-Less Roleplaying 


Since you are also driving the game narrative, you 
should use the tools presented in this book, to 
come up with things for your characters to act on, 
and also to be yourself surprised with not only the 
outcomes of your character actions, but also with 
interruptions and plot twists you didn't originally 
expect in your game. 


How to play Coop without GM? 


Following the earlier analogy, as | was a kid, 
sometimes, my parents invited some friends at 
home. They would bring their own action figures, 
we would sit down together, setup the scene 
together, agree on some ground rules (let's play 
this, or that. Or that is not allowed, and so on), 
and do the exact same thing, but together. 


Sometimes | proposed some evil enemy, and | 
would see how my friend reacted to them. Other 
times, they brought some challenges, and | used 
my figures to take action. We agreed to be allies, 
while each would still play their own toys. If | 
didn’t like their idea, | would still play it along, just 
knowing that next time, | could propose one idea, 
so they play along, and everyone played a part. 


Grown up tabletop roleplaying games are again, 
more complex, and typical games would require a 
game master, because simulating hundreds of 
pages, coordinating a group of people, is way 
more complicated than just playing with toys. 


The essence remains the same, all players would 
be playing as equals, everyone bringing world 
problems, enemies, challenges, as well as playing 
their action figures reacting to those problems. It 
is all a matter of agreeing on some general rules, 
what is possible, what isn't, some veto power, and 
taking turns to take over the simulation of the 
world and its denizens. 


When using each character's protagonists, the 
RPG kicks in, and mechanics play out. There will 
be a bit of game mastering, and a bit of playing. 
Perhaps a battle would be setup, or a location 
described, or an enemy introduced, an NPC 
roleplayed. Everything is possible, this way! 


Methods of playing 


In the kid's scenario, we played in our heads, or 
by playing character voices out-loud. We also 
brought physical action figures, and assets, to use 
them for visual reference. But it isn’t the only way. 


We could just as well go and theater of the mind 
the whole thing. Another way is to hand-draw 
important events of the game, or write the game 
as a novel, slowly, carefully, and narratively. 


GUM can be played in any of these ways, or any 
combination of them. You may combine different 
styles depending on the importance you want to 
give a certain part, or to the level of detail you 
want to give to certain event. For example, to 
describe a location, you could write it down, 
paying attention to details, before proceeding, 
and do world building. While a fight, you may just 
play it in your head, or table, using the RPG. 

Take your time. It is your game. Not in a hurry. 


How much to use these tools? 

Up to your preference, you decide how much, and 
how often. You could use them a lot, at every 
scene of the game, or just in critical moments of 
your game. A balance is recommended, since too 
much rolling every minute may feel heavy, and it 
may be smoother to just make things up at times. 


GUM is rules and setting agnostic, you can play 
with Fantasy to Post-Apocalypse, crunchy rules, to 
narrative and light RPGs. | provide you with tools. 
Use what you like, ignore what you don't, and use 
as much or as little frequent as you prefer. It is all 
made for you. 


Most importantly, it is your game. Have fun. 


Play in your head 

Just like the Kid's scenario, this method is fast and 
to the point. You don’t need to word out your 
creativity, you can picture locations and enemies 
in your head without the words for it. You could 
play conversations in your head, take important 
decisions, and move forward, just to stop from 
time to time, to take notes and journal events. 


A brief introduction to GM-Less Roleplaying 


Play by voicing it out 

Playing out loud has the great advantage of 
practicing your vocal narrative skills, and even 
your game-mastering skills. The speed of the 
game would be as fast as a game with a group. 


Prepare your character sheets, print or have the 
GUM rules at hand, and get on playing, voice your 
GM narrative with one voice, and your characters 
voice with another, and feel free to record it if you 
would like to later listen to it. 


The advantage of this method, is that you could 
record your voice, make a podcast, record your 
screen, or your camera for a narrative video, like 
the YouTube channel: My, Myself & Die. 


Play by writing 

You may write a novel-like story as you play, the 
speed of such a game is much slower, but will 
also give you more time to think, allow narrate 
things elegantly, and help you organize ideas. 


Such games can then be shared with others, or 
published online as a collection of actual plays. 


Analogue setup 

The environment in which you play is critical, 
many solo players enjoy their desk, with a candle 
light, hardcover books, miniatures, and actual 
dice. Add to it a journal to hand-write some 
notes, and you'll have a personalized setup. 


Digital tools 

As much as you can play theater of the mind, you 
could make use of software to empower your 
pace, and keep digital notes on your PC or phone. 


You can use VTTs to play with digital figures (2D 
or 3D), use note taking apps like Obsidian or 
Notion, or even RPG specific software for your 
specific game. | also created a tool called “Play by 
the Writing” which you can use to automate dice 
rolls, random tables, with keyboard shortcuts. And 
don't forget about Al, to help here and there. 


Other uses for GUM 
World building, or prototype RPG adventures! 


GUM essentials 


The tools of GUM 


For GUM, it is important, to make sure you never 
run out of ideas when thinking how to move your 
game forward. Since | do not want to limit the way, 
you come up with ideas, a set of tools are given, 
so you use them when you need, for what you 
need, in no specific order or priority. 


Learn the five random-table based tools here in 
order to play the GUM way. No need to know the 
random tables values, just their purpose, and most 
importantly, know when is it best to call them. 


On top of the tools, a meta-tool represents a tool 
of tools, which guides you into using those tools. 


Mastering the Meta-Tool 

The meta-tool is the driver of your game. 
Whenever you need to know, “what now?”, then it 
is time for it. It is a scene designing utility that 
indicates what could happen when your PCs go 
here or there, do this or that. Regardless of what 
you expect to happen, you are not in control of the 
universe outside your PCs actions. So, this meta- 
tool brings those external factors to your game. 


When to use: New scenes where anything can be. 


Tool I: Oracle 


This should be the most frequent tool you use. It 
represents the “delegation” aspect of GM-less. Any 
question you have, for which you do not want to 
decide, or would rather have a “GM tell you” (hence 
GM emulation), then ask away. 


When to use: Any time you have a question for 
which you do not want to impose an answer to. 
Regardless of where and when, game setup, world 
building, actual playing, during a scene, or a fight. 


Tool Il: Plan Check 


Plan checks are responses from the universe to 
your PCs intentions. The typical use case is when 
your PCs go from A to B, open a door, launch a 
plan, or enter a new, unknown location. 


When to use: Whenever you want to know “is 
everything alright? Do things go as planned?” 


Tool Ill: Intervention 


These are classical interruption chances. There are 
tension moments in your game when things can 
go badly. This is that. 


When to use: Whenever you want to ask “does 
anything happen now?” and you are a bit scared. 


Tool IV: Challenge 


Skill tests are drivers of your RPG. These will be 
predominant if your RPG rule system matters to 
you. But do not underestimate it, despite the RPG, 
challenges are a source of scene ideas. 


When to use: Whenever your PCs traverse a place 
of danger, caution, or adventure. Or anytime, if you 
can be creative enough. 


Tool V: Combat 


This is pretty self-explanatory, if your next scene is 
a fight, or if any other tool invoked a conflict, use 
this one. 


When to use: When designing a battle, mostly if 
you don’t know exactly who or how your enemies 
behave or act in a fight. 


More tools? 

More tools are provided in GUM Extended. | 
considered the five tools here the essentials for 
playing a Solo game, but there's always room for 
more. Find tools such as the Scene Kicker in there. 


Random tables in the appendix 
Keep in mind, at all times, the random tables for 


NPCs, locations, actions and motivations. 


Motivations tables can be critical to define 
interests, factions, political powers, or nemesis. 


The game setup guide 

Despite being at the beginning, it is advised that 
you are aware of all tools before you journey it, 
since you can help yourself with them when 
creating your game, including the random tables. 


Game setup is the kitchen of ideas for your game! 


GUM essentials 


Playing scenes in GUM 


A session is a block of time where you sit down 
and play. Ideally, without interruptions. Within a 
session, you can split it into multiple scenes. A 
scene is a unit of game where you handover 
action to your PCs, to fulfill a given purpose. 


For tracking, record your session and scene 
numbers, where the scene number is held for the 
entire game. For example, session 1: scene 1, 2. 
Session 2: scene 3, 4, etc. Consider tilting them! 


Scene structure 


Don't feel obliged to use this method religiously. 


Phase 1: Scene Setup 


e Context: What are your PCs trying to do? 
What is the most likely next event? If you 
know, go with it. If not, use the meta-tool. 


e Location: Where the scene takes place 
Take your time to describe the place within 
your world. Picture it in your head. Consider 
the location random tables in the appendix. 


e NPCs: Describe who else is in the scene 
Other than your PCs, who is there? What are 
they doing as PCs arrive? 

NPCs are difficult to manage without a GM, so 
you might want to get ahead and know a bit 
more than the PCs about them, so you can 
roleplay them accordingly to the situation. 


A rule of thumb for NPCs is to think or decide 
whether they are important or not. If they are 
important, know their motivation, so they play 
their part in your game. Consider the motives 
random tables in the appendix for this. This 
means, knowing the faction they belong to, and 
their most apparent or visible goals. 


If they are not important, or you are not yet 
sure, Just figure their current activities, some 
NPC details, like their looks or behavior, and 
figure them out on the fly. Both ways are valid! 


Phase 1 tools: Meta-tool, Tool | (Oracles, to flesh 
out ideas), Brain Prober, Random tables. 


Phase 2: Scene Handover 


As soon as you are done with the scene setup, 
make a proposal. This is the handover you do 
from the GM hat to the PCs spotlight. 


Introduce a scene proposal that ends with the 
words: “What do you do...?” 


Using these words in your sentence, forces your 
brain to prepare the ground for the PCs, even if 
they just describe themselves, what they do, or 
ask questions. This is an RPG oriented method. 


Phase 2 tools: To trigger ideas for the PCs, use 
Challenge, Scene Kicker, or Enemy Action tools. 


Phase 3: Scene Play 


As your PCs take over, they start doing things. 
Here is where you must be in a reactive stance, to 
your own PC choices. Answer their questions, play 
the NPCs, check their plans, or interrupt them. 


Phase 3 tools: Oracles, Plan Check, Intervention, 
NPC interaction, Plot discovery. 


Phase 4: Scene Ending 


As the purpose of the current context is over, 
move on to your next scene. Even if it is a smooth 
transition in terms of time and space. Take notes. 


Consider the concluding threads chapter for a 
method to keep track of your plotline progress. 


Session resume & recap 


When sitting down to play, in whichever method 
or format you choose, you'll want to review your 
notes, do (or present) a recap about what 
happened in the last session, and gather the 
context of what happened so far. Take your time 
to dump down any mental notes you had, which 
are not part of your written notes. It can help 
settle down pending ideas, or open questions at a 
general level. Once ready, move to scene setup. 


Introductory example and GM voices 


Quick exampLe 


Before we deep dive into the details, you can take a look at the basics. Keep in mind this is over-simplified. 


Asking questions 

GUM (GMe) Will act as a game master helper. It 
can't propose game content by itself, but it can 
give ideas, and answer your questions, for an 
unpredictable experience. Asking well-placed 
questions is the base of playing GM-less. 


e Yes/no: “Is the door open when we arrive?” 

e Who: “Who arrives today in the caravan?” 

e Where: “Where was the King last night? talk!” 
e What: “What is going on today, in the city?” 


TECHNICALITIES - Speaking with yourself: 
For clarity purposes, you find here three voices: 
GM (you), PC (you as PCs) and GMe (tools). 


These are, implicitly, three voices in a solo game. 
You may choose to hide some, and must not 
need to separate them like this; you may play 
your character in first person, and talk directly to 
GMe; or convert your game to a novel, so only 
the PC voice remains; others prefer to practice 
their GM skills, so the GM voice holds its place; 
if you want to share an actual play, other players 
may be interested in how “you think”, so they 


may find very valuable that you display all voices. 


In the end, what matters is your preference and 
enjoyment. There are no rights or wrongs in this. 


Scene 1 
Phase 1: Scene Setup 


You (GM): “Are the sewers easy to find?” 

GMe: (Oracle. yes/no, GM question, even odds) 
— 1d20: 12 = “Weak yes” 

You (GM): “Yes, kind of in a dangerous district” 
The “Weak yes” makes the location relevant to 
the game. | also assume PCs know about this. 
You (GM): “Where are they, exactly?” 

GMe: (Locations table. Where? — location, Urban 
type) — 1d20: 14 = Market, street shop 

You (GM): | have chosen the “Urban” column, 
since we are ina city. The sewers are somewhere 
past the “Talos Market”. 


Phase 2: Scene Handover “So. What do you do?” 


Phase 3: Scene Play 

You (PC): “Do we know anyone important there?” 
GMe: (Oracle. yes/no, PC question, even odds) > 
1d20: 12 = Answer on success (Average) 

You (PC): “I have Streetwise!” (Succeeds!) 
GMe: (NPCs table. Who? — Character) — 

1d6: 6 (type) and 1d20: 13 (identity) = 

Special type: underground. 

You (GM): PCs heard rumors of the Ratmaster, a 
super-mutant suspected to wander those sewers. 


We shouldn‘t be in full control of the game; we 
have to bring risk, and surprises, for a richer game 
experience. Decide when such risk may kick in: 


\" 


You (PC): “We go to the sewers entrance 
You (GM): | check for issues along the way. 
GMe: (Plan check) 1d20: 18 — as planned. 


Scene 2 
Phase 1: Scene Setup 


You (GM): The PCs arrive to the sewers entrance. 
GMe: (Locations table. Detail) 

1d20: 3 — “Old, relic, Legendary” 

You (GM): These sewers seem very, very old” 


Phase 2: Scene Handover “So. What do you do?” 


You (PC): “I have history knowledge. Do | know 
anything historically speaking?” (&* success!) 
You (GM): “You remember something indeed” 
GMe: (Grand oracle. What?) 3d100 — 
Recognize + Buried + Territory 

You (GM): “these sewers were used to store very 
old artifacts from family ancestors. They were 
used during the old war”. 

You (PC): “We go ahead and enter the sewers” 
GMe: (Plan check) 1d20: 2 — A complication! 
1d20: 12 — “Now impossible, can't do” 

You (GM): Hm... “the sewer bars are locked.” 
You (PC): “Oh no! Is there any lock we could 
pick? Any other way we could get in?” 

GMe: (Oracle. yes/no, PC question, even) > 
1d20: 1 = No, in fact... 


Crafting your game 


Game setup guide 


The goal of this tool is to bring ourselves into getting the game going, in eight steps. 


We will be following a series of random tables that are meant to be used in the given order. The tables 
won't give exact details, but a very basic skeleton of critical points. Expand such points into more detail. 


Take your time for setting up the game; if you go too fast, you may skip details, and later realize that things 
may not make sense, or that your PCs are doing things without clear reasons. Such issues can halt a game. 


If you have any story-related questions while using this guide and reading the table 
== answers, learn Tool I, since it will bring interesting answers and twists to your setup. 
CT Additionally, you may very likely need locations and NPCs as you go through these 

steps, so familiarize yourself with the Random Tables in the appendix of this book. 


Pick an RPG you are excited about, and keep its setting at hand (if it includes one), as it will surely inspire 
you to connect the results we are going to get from the tables; focus on what your PCs know, not more. 


1. Your plot starting location? Choose, or roll 


Take these abstractly, adapt to chosen setting, let your imagination flow by reading all words. 


; 
Start location archetype 


FT _| Research ec, sation ab mace academy 
BEGIE eser, csi nomad camps, traveling people | 
[| 9 | Huge mountains, snowy peaks, hazardous weather | 
[16 | Secret guild headquarters facility station, hideout 
High, flying, tall building, airship, aircraft, spaceship 


Consider: Starting with your rolled location archetype, lookup a location in your RPG and setting that 


matches the description. If you are not sure what it all means yet, move on and come back to it later. 
Why not consider creating your own d20 locations table? so you could fit your specific setting results. 


Crafting your game 


2. What is going on there? Choose, or roll 1d20 


We start to bring relevant content into your game. For the results you get in the next tables, you make an 
interpretation. Since the prompts are vague, the column “ think about...” gives optional points to consider. 


i Big problem You may also think about... 
; ; oe ; How is the region ruled? 
1 | Oppression, tyranny, there’s an annoying leader, it is terrible A 
[| Be ¥ y HS Who is, or are, the rulers? 
: : : ee : Why is it dangerous? What 
2 High crime, violence, murder, injustice, nobody acting y g 
do people do to get by? 
: : What could be valuable in 
3 | Something extremely important or valuable got lost, or stolen Ske 
here, to be such a big issue? 
; sy: ; : What occurred recently that 
4 | Common enemy, a threat is building up, and is going to affect us all : y 
such enemy is now a threat? 
; ; Who are the parties? How is 
5 | There is a huge confrontation of forces that compete for power ; : ; 
[5 | mereis a huge conrontation of forces that compete for power this conflict affecting others? 
: . How are the geography, 
Natural disaster, a catastrophe stroke, there are sequels, side-effects - oeegrer 
conditions, magic, or tech? 
; : : : If there were hope to cure or 
7 | Plague, curse, damnation, sickness, disease, we can’t help it : : 
[7 | Prague curse damnation, sickness, disease, wecanthelpit treat it, what could it be? 
ae ; . . ; . What are they scared of, that 
Secret organizations, rumors, intelligence, espionage, we're being watched : 
we are being watched? 
Ze : i What are some critical or 
What used to work isn’t working anymore, failure, damage, are we doomed? eee : 
limited resources available? 
: ; ; ee What could break the 
10 | Since an object was discovered or brought here, everything is wrong 
balance so suddenly? 
3 ; Who is attacking? why? What 
11 | Conflict, war, we are all affected by it, we need to work together g y 
are the known reasons? 
: . . a A minor faction having a 
12 | Endangered tribe, species, creature, animals, or similar vulnerable grou : 
12 af P ate Me hard time. Why care? 
: : : : Who could be so important 
1 Kidnapping, someone disappeared, it matters. They have to be rescued. rae ; 
dneping Be y that it is our interest to help? 
; ; a : : Weak authority, someone 
14 | Corruption everywhere, we are not safe, law is weak, military is non-existent a 
must do something! 
g A : : What are the means of livin 
15 | Trade route compromised, business is terrible, resources gone one g 
of the population in here? 
‘ : . Any supernatural forces or 
16 | Weird event happened, phenomenon, feels very strange, something not right yeuP ae 
major technologies in play? 
Peek aie ee . : Think of a situation of 
17 | Total extinction, annihilation, what is going on, what are our morals? : 
desperate need, and survival 
ied : : . Which minor factions are 
18 | Uprising, rebellion, revolution, freedom, bring the powerful down, lost battles beige 
fighting a lost battle? 
, : : Pick an area where law has 
19 | Chaos, despair, pandemonium, order no longer, anarchy, lack of authority : : 
no voice, and will never have 
. : ~~ Bring a dramatic event to the 
20 | Catastrophe damage control, survival, doing what we can, it is not enough a : 
location, which role to play? 


Consider: Can you adapt the big problem to your setting, combined with the location you came up with? 


3. Time to make your main characters 


Create interesting characters you would like to play. You may play a lone wolf actor to play 1st person, and 
let everyone else be an NPC (even followers). Or you can make a small party, play in 3rd person, have them 
talk to each other, different personalities. Relate them to the above issue, and figure which role they play. 
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Crafting your game 


4, Ready? Now the Scene Zero begins 


From this step forward, you should be in-character: Each of the following steps in the guide, can be 
roleplayed already. Scene zero stands for this “pre-game” build up stage, by connecting your characters to 
the ideas you start gathering here. Start with: Where are they now? What is happening around them? 


SS. = 
S@= If you are playing solo, you could play by writing, recording yourself, screen, or voice. Playing 
in your head “day-dreaming” can work well too, but draft some progress notes. 


5. Eventually, you get a plot hook calL: 


Somehow, your characters will be called to act, either by someone or a situation that pulls them in. 


Se a 
ee Cd 
[s [eseonienantpnarenoae | wnt srorrnter 
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Crafting your game 


6. What should we do? What is the big picture? 


At this point, your characters were pulled in. Is it clear already what are they called to do? If not, here some 
ideas for the “big goal”, the final destination of their journey. 


[|v tneinsersmeaetoncsngwog pe neewetn cnee aoe 
[a |v toiorinesoninetontaiie |B [um intgennent ae inrsie 
2 [veineaancr mance oioaion | 9 [rib tinetatiun caters 
We aren't yet ready, strong, or well-armed 


Consider: Figure any leftover who, why, what, and where from the prompts. Tie things together. 


Play your characters reactions, dialogs, and plans 


Scene zero is already playing; we are not yet at scene one, but this build up stage can be of great 


1 

1 

t 

1 

1 

: _ : ; — 

, help to get in-game, and start challenging your brain for creativity prompts, and content. 

t 

1 Feel free to skip one or more steps, or why not skip it altogether, particularly if you are playing a pre- 
i} 
1 


made adventure, or you know exactly what kind of game and story you want to play. 
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Crafting your game 


7. Where do we start? What is the first task? 


A trigger brought your characters to act, but what is the first lead or starting point to get going? 


ee er 
BE rei sore often ney tcantolusmere 
[a [hey ae sending erect take esses op hem 


Consider: The starting point is a critical source of information to get to your first scene, it should be as specific as 


possible, so, before proceeding, make sure such goal is as clear as possible (without spoiling the answers). 


At this point, your PCs personal, and group goals 
must be clear, along with what is against them. 


Notes about the guided tour 


You should have by now a clear picture of the world your characters live in, an idea about world problems, a 
plot hook, and some first leads as in where to start. You might have skipped this if playing your own proposal. 


replacement. You have still to play, guide, and interpret what is yet to come, as a GM. However, all these 
prompts are going to both, make it easier for you, and make you feel you are not alone in here. 


! ' 
! \ 
! ' 
y ' 
! \ 
! ' 
! \ 
y \ 
’ Still, you might feel you have a lot in your hands, and that is true. GM emulation is by no means GM ' 
! | 
! ' 
! \ 
y ' 
With technology, you could also play with an Al, but GUM's method is still valid for playing that specific kind of | 

' 
! ' 


game that you want to play, which no Al or GM can (yet) give you. On top of that, you practice GM skills! 


jee ei we we we we we we ew ew ew ew ew ew ew ew ew ew ew ewe ew ewe ew ew ew ew ew ew ew ew ew ew ewe ew ew ewe ew ew we ew ew ew ew we ew ew ewe ew ew ewe ee Ke eK eK 
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Crafting your game 


8. What kind of opposition do we deal with? 


What are your characters up against? And remember, if you have any preconceived ideas, or if any of the 
previous tables prompted who your enemies are, feel free to skip ahead (Always use only what you need). 


| 6 | They have voice, eyes and ears, everywhere | 
| 8 They are politically powerful, you arenobody | 
| 9 | They have agents with special abilities 


Take the time to define your enemies and general opposition, whether that is yourself, monsters or a 
corporation. On top of that, don't forget to think what your PCs want to achieve, their goals, both 
personal, or as a group, and what kind of troublesome background they carry on with them. 
Playing without game master requires driven characters that have the motivation, and the desperate need 
to get things done. Things will not always just happen to them. They have to act. You have to act. 

na Consider that steps 5, 6, 7, and 8 can be used for quest generation, throughout your game 


Where next? Coming up with your scene one 


Now, you have to think what is the best scene one for you to jump into your PCs shoes; your official game 
starting point, location and time. Follow these steps for a smooth transition into playing: 


Read and familiarize yourself with tools |, Il, Ill, IV, and V. Know when each of them should be used. 
Have a very present copy of the Meta-Tool table, this is your main source of scene creation. 
Locate the NPCs and Locations tables, read their column headers so you know what you can ask. 


PwWhnhN > 


Choose a time, place, and situation for your scene one. It can be, for example, continued right after 
you defined your mission and goals, or days after, when your PCs arrive to their first destination. 


Repeat this process for scenes two, three, etc., and you have an infinite source of scene generation ideas. 
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Crafting your game 


Meta-tool: Unfold the game 


This tool is the main driver of content for your game. If you play with a strong GM hat, then you may not 
need it, as you come up with every stage and scene in your game. However, if you welcome certain tone of 
surprise, and source of inspiration for your scenes, then this is the master tool for it. Use on a need-basis. 


Scene designer table 


Use the scene designer table to come up with a scene situation. It can work fine in various situations: 


e You arrive to a new location, where anything could happen, really 

e You are not sure what happens next, or how the world reacts, to your PCs recent actions 

e Your PCs are taking concrete action, but they are not in full control of their surroundings 

e When traversing an area (e.g., a dungeon), and you want to have certain number of scenes. 


d20 Focal point It could be about... 
Important fight, boss, relevant encounter, high stakes, or stress. 
C 


Filler fight, ambush, attack, interruption, or equivalent trouble. 


onflict 
Hit or miss test, one opportunity, else try something else. 
Fast reaction test, might lead to harm, difficult, stressful. 

Skill test 
Careful test, obstacle, delicate situation, patience, teamwork. 
ee Smarts, knowledge, analysis, perception, investigate, crafts. 


Someone causing trouble, in your way, or otherwise unhelpful. 


NPC presence Someone neutral, could know something, otherwise move on. 
Someone helpful, or with right knowledge, indicated person. 


Something to interact with, be taken, or somehow actionable. 


Something here reveals a lead, information, intel, clue or lore. 
Problematic location, hazardous, dangerous, inconvenient place. 


Location itself is the focus, unique place, area of interest, a zone. 


Location 
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Plan changing problem, completely wrong intel, off the track. 


Open scene for investigation, discovery, findings, exploration. 


Why is this called a ‘meta-tool’? 


This feature represents a tool that is in essence, above others. From here, you can derive closer to which tools you 
can use to further deep-dive into an open situation. For example, a skill test can be expanded with Tool |V: 
Challenges while NPC presence can derive into expanding it using the NPC Random Tables. 


Meta-tools in GUM are openers for the unexpected, where you are literally open for anything. It should help 


narrow down your options, from “anything” down to a specific “focal point” you can get in a scene. 


Tool I: Oracles, questions & answers 


Tool I: Oracle 


Asking questions is the way to go, when playing without a GM. Oracles are introduced before anything else, 
since you may need them both when preparing the game, or while playing it. This is a fundamental tool. 


| can answer your questions from different points of view. It all depends from which perspective you ask it. 
e As the GM (universal truths) > /s there money in the box? - Is the Queen sitting next to the King? 
e Asa PC (perception, subjective, readings) — Can we see James, from here? - Does she look angry? 
e To an NPC (dialogue, persuasion, taunting) > Hey John, do you know where your father is? 

You may have a bias when asking, so roll twice, and keep the highest for a yes-bias, or keep lowest for a no. 


pe | No No but. NI think not. 
p 8 | No | Requires skilltest__ | Don’t know, but | know who.. 
| 9 |  Weakno | Requiresskilltest_ | I'd bein trouble. 
4 
20 Strong yes 


Grand oracle table 


The most powerful skill you can achieve to play without a game master is to dominate the general oracle table; you'll 


have an infinite source of answers, subject topics, dialogue, explanations, reasons, and more. The oracle table has three 
columns: action, descriptor and subject. Combine them in different ways to get what you are looking for. 


action + subject Most typical for a random event, action, inquiry, or conversation content 
action + descriptor + subject A more detailed version of an event or activity, with an added adjective 


descriptor + subject Useful to refer to a topic, object, item, or any specific matter 
descriptor + descriptor Useful to describe for example objects, locations, people, monsters 


- "My PCs are investigating a strange totem in the desert. What else do they see around it? 
Formula: Descriptor + Subject — (95) ‘Useful’ + (85) ‘Soldier’ 
Interpretation: “You didn’t see him before, but there is a man on the ground. He seems yet to be breathing...” 


- "Why did the King bring the horse with him? That is indeed strange!” 
Formula: Action + Subject — 1d100: 60 = ‘Invest’ + 1d100: 57 = ‘Decision’ 
Interpretation: “Who knows. Either he is crazy, or he really decided that he can buy her heart with a horse!” 
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Tool I: Oracles, questions & answers 


Grand oracle: Whenever you ask an open question, or simply are looking for inspiration on a matter, roll 
1d100 on any combination of columns below, and use your imagination to make sense of the words rolled. 


d100 action descriptor subject 100 action descriptor subject 


| 6 | Approach | ___ Buried | Army | 56 | Join | Major | Meeting _| 
|} 8 | Arrange {| Cautious | __ Artifact | 58 | bead | Missing | Military | 
fp 9 | Assault | Chaotic _|—Artifact__— | 59 | Learn | Monstrous__| __Monster_| 
| 0 | Assist |_—Civilized | Ascension | 60 | liberate | _—_Native | Mystery _| 
| 16 | Change | __Controlled__| Campaign _| 66 | Offer | Obscure | Order_| 
| 18 | Command | __ Damaged | __Conflict__— | 68 | Organize | __—Political__|_Partnership_| 
| 19 | Conclude | __Dangerous__| Consequence _| 69 |  Persuade | _Popular__| Peace _| 
| 30 | Destroy | _Essential_|_—Distance_ | 80 | Request| Safe Reputation_| 
Equipment 
| 36 | Eliminate | __—Guity [evil =~] 86 | Reveal | Strange | Sorcery _| 
| 39 | Engage | _Hidden | Faction | 89 | Search | Technological_| Technology | 
| 40 | Enhance | Holy |Family | 90 | Secure | Temporary | Territory _ | 
| 42 | Evaluate | __illegal_—i|_—Fortress_— | 92 | Serve Trustworthy | Time _| 
important 

impossible 

| 46 | Follow | _infested_—| History | 96 | Submit | Utilized | Tyranny _| 
Handle | __inspiring | __Infiuence__ | 98 | Trade 
|_Interrupted | Information | 99 | Travel | ___Weak_|_ Weapons _| 
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Tool II: Plans, expectations, and trouble 


Tool II: Plan check 


Plan checks are important when your characters have a plan, or take a deliberate action, go somewhere, or 
open a door, confront someone, trigger an ambush, or anything that could, essentially, “go wrong”. You 


have four levels of tension, which alter the odds: roll the most fitting column, and check how things go. 


Safe (% | Risky @® | Tense! | Exploding Your PCs plans are... 


Ta 
OE Oe 


Issue table 


This is how | ruin your PCs plans, and tell you roughly how. If you rolled an alteration in the plan check table 


above, then use this following table to guide yourself into making up what kind of situation your PCs get. 


Trade opportunity Displaced, moved Exposed, revealed 


Facts contradicted Ongoing event Sabotage, hinder Wrong, bad intel 


Bring world detail Changed, altered Damaged, harm Broken, damaged 
Deeds of enemy Backstory related Manipulation, deception | No longer valid 


z 
Warning message Reinforced, fortify 
Missing, gone Claimed, sold 


fe 
6 | 
8 | 
[s] 
1 | 
20 | 
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Tool III: Would a GM do anything now? 


Tool III: Intervention 


If you have a short moment of silence, tension, or risk: Call a 60% chance for me to intervene in your game. 
Voluntarily roll on the following table, whenever you would like to know if “anything” happens. 


For example: “After we close the deal with the bandits, we turn around, and leave... (intervention check)” 


d100 The GM... d100 The GM... 
1-20 Remains silent, what do characters do? 51-70 Remains silent, what do characters do? 
21-25 | Invoke random event subject + action | 71-75 | Invoke random event subject + action 


26 | Sudden change in the location conditions 
ea Strange sound can be heard 
28 | Gives a single character a chance to shine 


Sudden change in the location conditions 
Strange whispering can be heard 
An NPC conducts a good action 

30 Opportunity to find very interesting loot Something requiring immediate attention 


31 Recent action was a good idea because... 


[| omen nin 


33 An object that can be interacted with Situation that conflicts with PCs interests 
34-36 Starts an unavoidable combat 84-86 Starts an unavoidable combat 


37 A location detail not seen before 


32 Active opposition approaches, avoidable Puts characters in danger, tension or risk 
Engages into detailing further the location 


38 Brings someone despicable to the scene 


39 | Witness or hear from an enemy evil deed | 29 | witness or hear about enemy next deeds | 
a | nea crsonetng [| Wontar oon 
42 Brings a very convenient NPC to scene 
: 


45-50] Makes PCs try overcome a skill test 95-100 | Makes PCs try overcome a skill test 


43 | Shows an element related to local history 
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Tool IV: Bring on the RPG 


Tool IV: Challenge 
Skill test table 


Skill tests can be triggers for your imagination to come up with scenes and problems on your way. You 
decide how that makes sense in your current situation, location, and context. A strength-based test in the 
wild could be a fallen rock in your way, while on a cyberpunk facility, it could be a jammed metallic door. 


~@_z_ Skills involved do NOT imply how your PCs solve them, but only to serve as situation inspiration. 


oe 


Th In the example above, a fallen rock in your way (because it is what you came up with after 
reading “strength"), may lead to the PCs to use magic, or look for another path, instead of force. 


1. Skill involved 2. Situation 3. Prompt 4. Conditions 
ituati tP : é 
Sttnalion tor wha A es de Someone watching It’s broken, must restore | Hard to move terrain 

worst, vulnerability 


Resist, endure, withstand, 
fortitude test, hold on! 


Push, kick, h, pull, : ; oe ea We 
os Rare cau ee Inconveniently placed It’s about to fall! Vision difficulties 
throw, lift, move 
Get , mak es : : 
sean tee ee eine Easier with right tools What are they doing here? Elevation or levels 
them, the hard way 
Th ; : ; 
esa ote Costs wealth, resources What is that? Slow to move terrain 
another way, trick them 
M ick ickly! ; : 
Co ee ee Annoying presence That is treason! Many obstacles 
watch out! 
t I, t co . 
tle Seo ea ee a Easy, simple, solvable What is that sound? Underground 
climb, stretch, swim, air 
| ialist t ee . : ; 
cle i cat ee Hard, difficult, complex Did you see that? Distracting elements 
can do, setting specific 
B tt t ' P : 
cielo us erie Can harm reputation An explosion Destroyed field 
guards, sentinels 


Can hurt, must heal What is that smell? Atmospheric hazard 


ne ue ml Difficult terrain Something starts failing Unstable ground 
mentality, wits, courage 
Locked out, to steal, : ae a 
Time limit, one shot Never seen that before Atmospheric issues 
watched, protected 
Dodge evane, TUleet Vision difficulties They need help! Open spaces 
quickly, hurry up 
4 h ! , h * uy 
ie mee inst be eave Haste is rewarded It's full of traps Large ground 
you seen, heard that? 
ve SHpIOL One Manele Needs a distraction Are they trying to trick us? Something on fire 
ride, control, manage 
L le, ; : 
boa cated Team effort, needs help This needs careful study Water presence 
uninspired, unwilling 
Trace, footstep, lies, ae : 
pana a gee nie Dangerous consequences This is so weird, magic? Narrow passage 
survive, fetch, collect 
What is that? Historic, : ; 
ae a oe Distracting elements Someone was here Impassable areas 
cultural, weird, magical 
It’s broken, not working, 
cs oa Lengthy, phased They are way too many Danger to fall 
failing, erratic, jammed 
mee pelng Pia Do silently, swiftly Advanced technology Large structure 
pain, hurts, sick, poisoned 
ituation f hat PCs d a4 : : ; 
se Waiacuble eens Atmospheric issues This should be stopped Moving objects 
best or are good at 
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Tool VI: Bring on the fight 


Tool V: Combat 


Combat scene table 


If your RPG game has some crunch, monsters, goons and flashy battles, then this is for you. Either choose a 
focus column of your interest, or roll one or two cross-elements (1d4) at random. 


=@= _ Use dice for measurable content. For example, how many enemies, exactly? Roll 2d4. How strong 
ET are they? Roll 1d4, where 1 is weak and 4 is strong. While also asking yes or no questions too! 


s[emrionoran | were | monn [onsets 
Ss es 
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3 


— 


[eS 
a 
a 
[ie 
a 


Plot conclusion 


Concluding threads 


Playing without GM can lead to a situation where you keep thickening the plot forever, and ever. You need, 
however, a measure of progress, to set “alerts” that remind you to start wrapping up, either for conclusions, 
or at least, for a significant milestone in your game. 


A progress track gives you an idea of where you are in the game, so you begin driving your interpretations 
toward answers, or right away give your PCs what they were looking for. The how is up to you, but a good 
advice is to look back at how things went so far, and lead to a climax, clinching clues, and ‘aha’ moments. 


=@e= !t is way harder to conclude threads, than to extend, twist or even start new ones: It is healthy to 
[T\ give away what PCs want, from time to time, including rewards, loot, and personal achievements. 


We'll keep track of a PLOT SCORE. By the end of each scene, event or meaningful moment. Score the 
situation based on how important it was for the plot, and increase the score with the according dice below. 
Once we reach a defined threshold (based on the length we plan to play), then start ending the chapter. 


1. Decide the length of threads 


This should happen once, and never change. 


Plot complexity Plot score threshold 
Side-quest, small job, task 


Average length thread 
Long or complex story thread 


2. Increase the Plot Score 


Just when you are ready to start your next scene, take a moment to evaluate what happened so far. 


It didn't add much 1d4 


Some progress was made 2d4 


3. Trigger game ending 

When you reach the plot score threshold, it doesn’t mean the game is over, it can be as much an ending as 
it can be a milestone. You can continue playing for as long as you like, but keep in mind the threshold is a 
reminder for you to start driving the game to an ending. It just doesn't have to be immediately. 


This means, as you continue to play normally, always add bits and pieces that give away answers, discover 
those missing explanations, and encounter those final enemies your PCs been looking to find. 
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Extra random tables 


Random tables: Locations 
Where? — Location identity 


Define a location. Where does such thing happen? Or where to go? If you know the type, choose a column. 


Hi-tech, magical 


Sacred, holy 
Nature, life 
Graveyard, dead 
Fog, unseen, dark 


Workshop Private property Plains, grassland Orbital ruin Floating, elevated 
Food place Merchant district Orbit satellite Fascinate, wonder 
Asteroid belt_| Battleground 


Clinic, healing Marketplace Settlement Jungle, wilds Superstructure 
Building complex Difficult terrain Jungle planet Huge facility 


Unstable, erratic 

Pirate ship | _ Islands, isolated 

Isolated building 
Setting specific_| Setting specific 


Where? — Location detail 


[rs 
em 
[2] 
| 20 | 


Likewise, if you know about a location already, | can help come up with some details about it: 


2 Wat 
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Extra random tables 


Random tables: NPCs 
Who? — Character identity 


| can also help you figure out who is the character being mentioned. Choose a type, or randomize with a d6: 


Non- intelligent 

Mutant, enhanced 

Mage, warlock 

Flying, fast-move 
K 


Grenadier, flasks Royalty, noble Alive object, Al 
Field expert Divine, Deity 


Golem, robot 
Golem, construct 
Virus, bacteria 
Limbs, implants 
Undead, cloned 
Huge, large 
Small, nimble 
Night, dark 


Who? — Character detail 
| can come up with NPC details. But how many, or which kind of details you know of them? 


Fe | courageous | Happiness | alles | Dependents | _Ondnugs | Expensive stuff 
BE secs | Popularity | Awareness | Overconfdent | Athletic | Books, scrolls 
Ss Ke rea |p To | 
rE 
20 | Intimidating [Power | Talent _[ _Ugy | od | Werddevie 
24 


Mayor, sheriff _| Swim, excavate 
Heavily armed Criminal leader_| Vehicle mount 


em 
ea 
[a] 


Extra random tables 
>> Motive or reason, good 


Pe | ____Protecta place of power______| 56. | Overcome a seemingly impossible obstacle 
Fa | __ Restore balancetoa chaoticsystem | SB | Share aspecial knowledge 
Fo] Acquire wealth and power [59] creeteamasterpiece 
FO] Make aname for themselves [60 | _____Mastera form of magic 
M6] Right a wrong from their past | 66. | ___Return something tots rightful owners 
Fis| Achieve immortaity | 68 | Reconcile with an estranged family member 
Fig | ____Unlockthe secrets of the universe | 69. | Puan end to ahazardous stuation 
P30] become amaster of amartialare [80 Disobey anunjustlow 
[36] Obtain secret or information | 86 | ____Liberatea people from tyranny 
[39 Take onan impossible task | 89. | Become ahero oflegend 
40 | _____Uncoversecrets ofthe past [90 | _____Upholdasacredoath 
46] Findahiddentreasure ——~#d 96 | Become legendary warrior 
[48 | ___Discover the origin ofa magical power | 98. | Overcome a great personal challenge 
[49 | Come to terms witha traumatic experience | 98 | Establish peace between twofections 
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Extra random tables 
>> Motive or reason, evil 


i 


Greed for money 


— 
ips) 


Greed for resources 


= 
WW 


i 
i 
i 
i 
i 

i 
i 


Belief in a false god 


To cause pain, suffering 
Belief in a destructive ideology 


Mental illness 


Corrupting influence of superstition 


Belief in a dangerous cult 
An attempt to manipulate or exploit 


Desperation, need 
’ 


Compulsion, impulse 


An attempt to vent anger, frustration or aggression 


o ie) WOLOTOIO]O Oo | Co ©0 | CO | CO} CO} CO NIN IN IN IN ITN ININ IN IN (o>) DI DIA} DH] on Ujujof[ujojon 
~N MIRwWI]rmM]— co |N MIR[wWIM]— OlLOINI DA MIR] WlMm]—|o ~N MWIR[wIhM]— OlOINI Dns 


oO 
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Extra random tables 
>> Action or intent, good 


Fix a broken device or object 
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Defeat a powerful enemy 
Rescue someone from falling 
Help an elderly or weak person 
Pay tribute to the gods or cult 
Untangle an evil or secret organization 
Rescue someone from a fire 


Help someone injured get to a safe place 


— 
pe) 


Show mercy to a defeated enemy 


— 
Ww 


Bring down a tyrant from power 
Be part of a long-term project 
Be part of an important battle 
Protect the nature and the living 
Lead a team or squad to victory 
Participate in a find and rescue mission 
Help with clothing and warmth 
Sacrifice a family object for a good cause 
Support or help a desperate family 
Educate and faster a child 
Help defend a town or village 
Defeat bandits and outlaws 
Destroy a valuable but evil artifact 
Listen to someone’s problems 
Give council to a king or president 
Protect an envoy or caravan 
Volunteer to an organization 
Stop the spreading of false information 
Forgive someone of a wrong deed 
Defend the king or president 
Discover the truth of a murder 
Donate books or knowledge 
Help with food and shelter 
Sabotage an act of corruption 
Repair critical machinery 
Support with weapons 
Help prepare some defenses 
Participate in a rebellion 
Help avoid a battle or fight 
Uphold the truth and justice 
Give someone a ride or transport 
Confront a terrible evil with courage 
Bring light to a dark place 
Support a minority culture 
Recover a stolen object 
Support a lost or minority cause 
Help a friend or colleague in need 


| Fixabrokendeviceor object | 54 | 
| Defeatapowerfulenemy 55 
| Rescue someone from falling | 56 | 
| Helpanelderly or weak person | 57_| 
| Paytributetothegodsorcult_ | 58 | 
| __ Untangle an evil or secret organization | 59 | 
| Rescue someone fromafire | 60 | 
|___Help someone injured gettoasafeplace | 61 _| 
| Showmercytoadefeatedenemy | 62. 
| Bringdown atyrantfrom power | 63 | 
| Be partofalong-term project | 64 | 
| Bepartofan important battle | 65 _| 
| Protect thenatureandtheliving | 66 | 
| bead ateamorsquadtovictory | 67_| 
| _ Participate inafind and rescue mission | 68 | 
| Help with clothing and warmth | 69 | 
| __ Sacrifice a family object fora good cause | 70 | 
|___Support or help adesperate family | 71 | 
| Educateand faster achild | 72. 
| Help defend atown orvillage | 73 | 
| Defeat bandits and outlaws | 74 
| Destroyavaluablebutevil artifact | 75 _| 
| ilistentosomeone's problems | 76 | 
| Give counciltoaking or president | 7_ | 
| Protectanenvoyorcaravan 78 | 
| Volunteer to anorganization | 79 
| _ Stop the spreading of false information | 80 _| 
| __Forgivesomeone ofawrongdeed | 81 
| Defend the kingorpresident_ | 82 
| Discoverthetruthofamurder | 83 
| Donate books orknowledge | 84 
| Help with food andshelter | 85 | 
| Sabotage anactof corruption | 86 | 
| Repaircritical machinery 87 
| Support with weapons | 88 | 
| Help prepare somedefenses | 89 | 
| Participate inarebellion | 90 | 
| Help avoid abattle orfight | 91 
| Uphold thetruthandjustice | 92 
| Give someone aride ortransport_ | 93 | 
| _Confrontaterrible evil with courage | 94 
| Bringlighttoadarkplace | 95 
| Support aminorityculture | 96 | 
| Recover astolen object | 97 
| Support alostorminoritycause | 98 | 
| Helpafriendorcolleagueinneed | 99 
| Bringbackhopetothe hopeless | 100 | 


Bring back hope to the hopeless 


Extra random tables 
>> Action or intent, evil 


Conspire to start a war among others 
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Raid and burn a village or location 
Sacrifice others for own goals 
Destroy religious artifacts 
Conduct slavery or kidnapping 
Exercise oppression by force 
Betray someone by surprise 
Sabotage own faction operations 
Destroy houses, farms, set on fire 
Unfair actions or choices upon others 
Exercise religious intolerance 
Conduct a violent assault or battle 
Violence, raiding, looting 
Vandalism and destruction 
Torture or extortion for a demand 
Join or recruit for an evil force 
Spying, sabotage, mind control 
Give means of destruction to a faction 
Vandalism and destruction 
Send thugs or assassins to kill 
Accept or exercise bribery 
Sabotage machine or vehicle 
Corrupt the innocent, force ill actions 
Destruction of nature or sources 
Abuse of power, ability or magic 
Exploitation of workforce 
Sabotage city defenses to help attacker 
Pay respect to an evil god or cult 
Destruction of old ruins and remnants 
Be part of kidnapping and trafficking 
State terrorism or vandalism 
Support rises of tyranny or an old evil 
Start an unjustified war or conflict 
Do evil for a supposed greater good 
Usurp a powerful or political position 
Assault a location with innocents 
Allowing or witness unjust suffering 
Conquer, colonize, override culture 
Hunting of creatures, beasts, preys 
Neglect respect of hierarchy or an order 
Squander resources and sabotage 
Refusal to help someone in need 
Manipulating others for benefit 
Operate illegal gambling or business 
Ignore injustice or an ill act 
Seduction for manipulation 


| 4 | Conspiretostartawaramongothers | 54 | 
|S | Raid and burn avillage orlocation | 55 | 
6 | Sacrifice othersforowngoals_ | 56 | 
|7 | __—iDestroyreligious artifacts | 57 
}8 | Conductslaveryorkidnapping | 58 | 
}9| Exercise oppression byforce | 59 | 
jo] _—Betraysomeonebysurprise | 60 | 
|11| Sabotage own faction operations | 61 
}12| Destroy houses, farms, setonfire | 62 | 
}13| Unfair actions or choices upon others | 63 | 
j14] _xercisereligiousintolerance | 64 | 
}15| _—Conductaviolent assault orbattle | 65 | 
j16] Violence, raiding looting | 66 | 
j17| Vandalism and destruction | 67 
}18| __—Tortureorextortionforademand | 68 | 
}19| oinorrecruitforanevilforce | 69 | 
|20| Spying sabotage, mind control | 70 | 
|21| __Givemeans of destruction toafaction 71 | 
j22| Vandalismand destruction | 72 
}23 | Sendthugsorassassinstokill | 73 | 
j24|Acceptorexercise bribery | 74 
}25| Sabotage machine orvehicle | 75 | 
}26| Corrupt the innocent, force illactions 76 | 
}27| __—iDestructionofnature or sources | 77 
/28| Abuse of power, ability ormagic | 78 | 
}29| Exploitation of workforce | 79 | 
}30| Sabotage city defenses tohelp attacker | 80 _| 
}31| __Payrrespecttoanevilgodorcult_ | 81 | 
}32| Destruction of old ruins and remnants | 82 | 
}33 | Bepartof kidnapping and trafficking | 83 | 
[34] __Stateterrorism orvandalism | 84 | 
}35| __—Supportrises of tyranny oranoldevil_ | 85 | 
}36| Start anunjustified war orconflict_ | 86 | 
|37| __—Doevilforasupposedgreatergood | 87 | 
}38| __Usurpapowerful or political position | 88 | 
}39| Assault alocationwith innocents | 89 | 
}40| Allowing or witness unjust suffering | 90 | 
}41| Conquer, colonize, override culture | 91 | 
}42| Hunting of creatures, beasts, preys | 92 | 
}43 | __Neglect respect of hierarchy or an order | 93 | 
}44| ___Squander resources and sabotage | 94 | 
|45| Refusal tohelp someone inneed | 95 | 
}46| Manipulating others forbenefit_ | 96 | 
|47 | ___ Operate illegal gambling or business |_97 | 
48] lgnore injustice or anill act | 98 | 
}49| Seduction for manipulation | 99 | 
}50] Conduct burglary, bank robbery | 100 | 


Conduct burglary, bank robbery 


Extra random tables 
Who, exactly? 


[Sea captain, sailor, pirate sipmaster | 56 | Prisoner, convict, hostage, kidnapped | 
| Noble, aristocrat, patrician, high-class, baron [57 | Engineer, mechan, amorer,atficer | 
Guard soldier, security, bodyguard [58 | Member ofa noble or royal family | 
Captain, police, sherif, sergeant | 60 | Member of the military or police | 


Teacher, educator, trainer, master, tutor | 62 | Member of a political organization 
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Shaman, healer, herbalist, druid, gardener 63 || Member of a strange cult or circle 
Baker, chef, cook, piemaker, brewer | 66 | Member of a technology organization 


Priest, cleric, father, reverend, spiritual figure Member of a very rich or renown family 
i Member of a secret organization 


Jeweler, miner, collector, gatherer Member of an enemy faction 
Scribe, writer, translator, journalist, archivist Member of a powerful faction 
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Hunter, tanner, woodsman, predator | 65. | Member of a magic or tech academy 
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Wizard, expert, specialist, sorcerer, technician Someone very scared or in hiding 
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Builder, constructor, architect, carpenter Member of a trading company 
Apothecary, pharmacist, druggist, chemist | 68 | Member of a legal or judge organization 
Jester, buffoon, clown, comedian, prankster Someone very desperate and in need 


Scholar, academic, intellectual, professor ey) Creature, monster, robot, being, drone 
Banker, businessman, investor, dealer, capitalist Competitor, opposition, contender 


Diplomat, agent, ambassador, envoy, emissary Someone very powerful and might 
Clerk, office worker, servant, accountant | 78 | Someone special for a powerful person 
Mercenary, thug, hireling, hitman, bounty hunter Powerful ally, friend, henchmen, supporter 


Explorer, scout, gypsy, roamer, traveler | 82 | Strange or unexpected enemy 
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Driver, pilot, operator, motorist, rider, engineer Conqueror, conquistador, renown military 
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Doctor, medic, healer, surgeon, physician ees Local, original or part of this location 


Investigator, detective, agent, operative | 84 | Very old character or ancient being 


Tax collector, financial agent, accountant | 90 | Famous adventurer, hero, explorer 


Knight, ceremonial soldier, honored veteran Expelled, banished, deported, refugee 


Investigator, inquisitor, interrogator, executioner 
King, emperor, ruler, lord, president, queen, prince Street urchin, beggar, vagabond, vagrant 


Street cleaner, public worker, janitor, porter Family member, old friend, family friend 
Monk, prior, brother, abbot, preacher | 94 | Renown soldier, fighter, warrior 


Someone with a bounty on their head 
Bandit, rebel, outlaw, criminal, gangster | 95. | Demon hunter, ghost hunter, voodoo 
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Tinkerer, enthusiast, builder, repairman Renegade, traitor, deserter, rebel, runner 
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Assassin, murderer, killer, gunman, hitman | 75. | Someone very angry looking for revenge 
Fisherman, harbormaster, port worker | 96 | Witch, demon, ghost, virus, Al 


Spy, agent, broker, fixer, operative, rogue, hacker | 86 | Strange or unexpected ally 
Soldier, sergeant, commander, leader, lieutenant Someone badly wounded or sick 


[Gravedigger, necromancer, diener, pathologist | 98 | Politician, court member, chancellor | 
Cartographer, explorer navigator scout 99 | Astronaut, astronomer, stargazer | 
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Rogue, scoundrel, rat, rascal, thief, burglar, beggar Someone who had disappeared 
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Musician, artist, designer, sculptor, creator | 80 | Powerful enemy, boss, leader, nemesis 
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Apprentice, student, novice, pupil, trainee | 85. | An unimportant character or a nobody 
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License 


Creative Commons: Attribution-NonCommercial-ShareAlike 4.0 International (CC BY-NC-SA 4.0) 
Source: https://creativecommons.org/licenses/by-nc-sa/4.0/legalcode 


You are free to: 


e Share — copy and redistribute the material in any medium or format 
e Adapt — remix, transform, and build upon the material 


The licensor cannot revoke these freedoms as long as you follow the license terms. 


Under the following terms: 


e Attribution — You must give appropriate credit, provide a link to the license, and indicate 
if changes were made. You may do so in any reasonable manner, but not in any way that 
suggests the licensor endorses you or your use. 

e NonCommercial — You may not use the material for commercial purposes. 

e ShareAlike — If you remix, transform, or build upon the material, you must distribute your 
contributions under the same license as the original. 

e No additional restrictions — You may not apply legal terms or technological measures 
that legally restrict others from doing anything the license permits. 
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| hope you have read, liked, enjoyed or even shared this brew. Don't forget to check out my RPG 
blog: https://jvhouse.xyz or Ko-Fi page: https://ko-fi.com/jeansenvaars 


Great inspirations for me, were Mythic GM Emulator by Word Mill Games, Tricube Tales by Zadmar 
Games, and my learnings from my previous Plot Unfolding Machine and Scene Unfolding Machine. 


Cover generated using Stable Diffusion Al on my local PC. 
Thank you to the following users for amazing feedback and support during private preview phase: 


e Othelarian (Collaboration with ideas and algorithms) 

e Steelheartx (Awesome feedback and support) 

e Zadmar (Professional opinions from the Tricube Tales series author) 
e Stargolem (Rockstar of analog playstyle, and supporter) 

e Phillip Dudley (Community motivator, good vibes) 

e Tam (Experienced indie publisher's feedback) 
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